Abstract: Creativity, considered a skill that provides innovation, either in the creation of new products or their improvement, needs to be exercised in order to be. Thus, creativity techniques are being increasingly studied; however there are still few empirical studies on the subject. This article aims to evaluate the application of a creativity technique in two communities that produce handicraft products in the state of Rio Grande do Norte. Through a literature review, we found a total of 74 creativity techniques from which we chose the SCAMPER technique. It provides improved products, is easy to apply, and is suitable for target audience with low level of education. The results demonstrated that the technique presented satisfactory performance on improvement of product characteristics. However, the participant's creative knowledge must be taken into account before its application.
Introduction
A production system is a way of organizing work, the human and material resources for processing into products that meet a demand in the market. In Old Age and in the Middle Ages the work and the production were primarily craft, because the responsibility for product design, production process and selection of the materials were the artisans themselves.
The artisanal production system is characterized as being of low complexity when compared to the industrial sector, as well as in other sectors, the development of new products has become necessary in this sector, due to changes in market demand. If, in the past, artisanal products had a long life cycle, today, tends to be increasingly short, influenced by cultural and social changes. In this new scenario, the term creativity is presented as an essential factor that helps in generating ideas to create new products (PAGE; SCHIRR, 2008; GONZÁLEZ et al., 2014) , create new processes (CHESBROUGH, 2011) , improve the characteristics of current products (AMARAL; ROZENFELD, 2001; GONZÁLEZ; TOLEDO, 2012) .
According to Souza and Soares (2007) , to enhance creative skills, provided one is able to deal with uncertainties and is able to generate new forms of adequacies to new social and natural demands, causing producers of knowledge to become problem solvers.
For this purpose, several techniques are found in the literature for transcribing and improvement in creativity and innovation. Thus, the development of techniques that seek to increase the creative potential and the focus on an innovation becomes relevant in the craft sector. This article aims to evaluate the application of a creativity technique in two artisans' communities.
The article is divided into 7 parts, with the first introduction. The second and third topics discuss the theoretical framework on creativity and creativity techniques topics. Thereafter, research method was presented and the fifth part considers the case study, covering the application of intervention by SCAMPER technique. The analysis of the interventions is presented in sixth part. The final considerations make up the seventh part, followed by the references.
Creativity
Creativity is seen as a skill that can be developed from the environment to which the individual belongs (VAN EIJNATTEN; SIMONSE, 1999; OSTROWER, 1999; ROFFE, 1999; MARTINS; MARTINS, 2002; BRUNO-FARIA, 2007; SOUZA; SOARES, 2007; BRUNO-FARIA et al., 2008; SILVA et al., 2009; ISAKSEN; EKVALL, 2010) . Each individual is born with a potential that can be developed over time or not (BERGER et al., 1995; BRENNAN; DOOLEY, 2004) .
Enhancing the innovative capacity by generation of ideas, creativity is becoming an essential factor for the development of new products (NAKAKOJI et al., 2000; FAMILY, 2003; FISCHER et al., 2005; BISSOLA; IMPERATORI, 2011) . Alencar (1996) emphasizes the need for emergency of creativity within organizations, due to the frenzied pace of scientific and technological advances that have made knowledge become obsolete in a short period of time, thus requiring a capacity for continuous and lifelong learning (GURTEEN, 1998; SOUZA; SOARES, 2007; SILVA et al., 2009 ).
Creativity techniques
According to Runco (2007) and Baccarelli (1999) to create belongs to human nature, but the creative talent is something that is based largely on educational work, which requires the acquisition of knowledge, skills and personal qualities.
Creativity can be enhanced with the use of techniques which encourage the use of abstraction, association and escape reality in order to contribute to greater generation of ideas and problem solutions. Specific methods whose success is related to a previous study on the population for the implementation of the method, as regards the characteristics of the individual, the environment in which they are placed, aspects of the organization involved, in addition to having an opening strategy, because it is something new.
Based on the results obtained by Smith (1998) , the following aspects must be observed before application of any technique or method for directing creativity towards innovation: The facilitator of the technique has very important role in the implementation of the same, because it depends on the understanding of the procedure on the part of the participants. For the technique to be applied properly, it is necessary that individuals believe in the method in order to interact in the best possible way, and this is also due to the facilitator.
Several techniques are found in the literature, with different objectives, methods of application and complexity. In Table 1 the distribution of techniques based on their objectives, which can be (1) problem solving; (2) pool resources for a new idea; 
Method of research
The present research can be characterized based on its goal as exploratory (MIGUEL, 2010) , as to the scientific approach as qualitative (CRESWELL, 2010) , and as a multiple case study on the technical procedure used (YIN, 001). Seven phases were defined for its development.
In the first phase, a field survey was carried out in order to know the reality of the two artisans' communities. The tools used to obtain the data at this stage can be said to be essentially conversational action, recording of facts and images. It was observed that, in this first instance, activity stimulating the improvement of existing products in communities was not in existent.
In the second phase, we performed a literature search, to find creative techniques to help the artisans in developing creative potential for the purpose of improving the features and functionality of the existing products. To list the existing techniques, we used Google search engine on the internet and the CAPES' Journal Portal (Coordenação de Aperfeiçoamento de Pessoal de Nível Superior). For this search, the key words were used "técnicas de criatividade", "técnicas para gerar ideias", "métodos de geração de ideias" and their translations "creativity techniques", "techniques of generating ideas", "methods of generating ideas". We found a total of 162 articles.
In the third phase, an analysis was made of articles in order to identify its contributions to research. This check was carried out by reading the summary and a quick reading of the articles altogether. After the diagnosis of detachment of these publications with the content to be investigated, only one article was of creativity techniques.
In the fourth phase, to find the references, quotes and sites, we used the Google search engine. The research led to the two sites where all techniques were obtained: Creativity Web and Mycoted. In total were found 74 techniques.
The choice of the technique implemented in the communities -SCAMPER -took into account the research objective -to improve the features and functionality of existing products -; the simplicity of application, since the level of education of the artisans, who are the research target, is not advanced; and also to ensure that they can be applied together.
In the fifth phase, a dynamic of application of the chosen technique was developed, which consists of three stages: planning, execution and analysis. Each step has sub steps that vary with the dynamics of the objective.
The first step corresponds to the planning of the dynamics, spanning four sub stages: selection of dynamic facilitators, their assistants, necessary equipment for applying it and discuss its implementation.
The second stage has four sub-steps. Primarily, choose along with the participants, products with lower demand, which will be focus of improvement. After the auxiliary table is constructed (Table 2 ) according to the skills of the artisans. The auxiliary table will list all the variables of craft production of the association, that is, everything that can be changed. Thus, each column of the table is a variable, and the lines all the possibilities for each variable.
In the third sub step, filling of the SCAMPER table takes place (Table 3 ) with the suggestions given by the artisans and with the help of auxiliary table. The SCAMPER table is quite simple to fill. In the columns chosen products to be improved on and in rows have been stages of SCAMPER, each represents a change in different aspects of the product. Replace represents changing aspect(s) of the other(s); Combine is add products and components or aspects that will add its value to the product under study; Adapting means changing the function of the product without much change of its characteristics; Modify includes change any aspect of the product, like to vary the characteristics of the product; Put into use, that give other utilities to the product without it fails to fulfill its original purpose; Eliminate implies exclusion of features; and reinventing considers to completely change the product.
However, it is not necessary to fill all the spaces available, as changes are made in accordance with the characteristics of the product and flexibility of production.
The last step is done under the summary of all the options found in the SCAMPER table. The analysis phase of the dynamics is responsible for analyzing the results of the previous steps, as well as the feasibility of implementation of the proposed improvements.
In phase 6 of the research method, interventions in communities were carried out through application of the dynamics in a period of three months. Initially the group responsible for the implementation of dynamic was presented, as well as the artisans. After this step, the dynamic was performed.
In the seventh stage, we analyzed the results obtained with the purpose of identifying positive and negative points of the technique used, with a view to subsequently propose improvements.
Case studies

Group of artisans from Massaranduba
Founded in October 20, 2003, Artmar (Association of artisans from Massaranduba) was meant to compensate for the idleness of community women, doing embroidery. However, due to insufficient conditions to market their products they sought aid in SEBRAE, which conducted research on the community and suggested that they worked with carnauba fiber (Figure 1) , an abundant raw material in the region.
The group currently consists of 10 members and the association is made through the registration of members in the record book. Those who already know how to do crafts begin immediately; those who still do not know, are trained by the artisans of the association.
One of the main difficulties of the group is the rotation of members that is due to the dissatisfaction of the artisans who expect to receive on average a salary per month, a fact that is not due to the variability of sales volume. Those who still remain in the pool keep the work without and the artisan activity serves as income supplement. Another major difficulty is that the resistance of some customers to pay the price of products because they believe it should be cheaper because it is the countryside of the State. The main customer of ARTMAR is the ARTSOL Company and the main competitor is the Ceará handicrafts.
Each collaborator of the association is responsible for the entire process of materialization of the product. However, due to the distance from the association's headquarters to the homes of artisans, they work twice a week, in the morning and/or afternoon, and the other day at home, resulting in approximately 6 h per day. In addition to the recording of the amount of raw material that enters and exits, there is a quality control of the products, however, this is considered inefficient by artisans.
With a total of approximately 200 models (Figure 2 ) of carnauba straw products, the artisans are involved in the process of creation of the models, only in defining some parameters, such as dimensions, while the design is made by SEBRAE and is thus responsible for model creation.
The production of parts begins with the receipt of raw material, the fiber, which is placed to dry and then it is shredded and stored. Those that need to be dyed go to the process of dyeing and drying, for later preparation of the product; those used undyed, are directly taken to the confection. When there are remains of fibers, they are stored for later use. The finished product is then carried to the customer and marketed.
Artisan group from Lajes Pintada
The technique of the craft with the fiber of the sisal was brought to the municipality of Lajes Pintada, by the priest of Santa Cruz city, near the city, at a time when the plant was abundant in the region. At the end of 2000, the activity began to become organized. SEBRAE held a design course enabling the artisans of the region, enhancing their skills with the art of sisal, providing them with a better view of the market, and making the association official. Then there arose the AALP -Association of Lajes Pintada craftsmen -in early 2001.
The work of the craft with the sisal fiber is done by 12 women, in which, in addition to the crafts, the associated are also involved in the activities as homemakers and working in agriculture.
Each collaborator is responsible for the entire product realization process, from purchase to the end product. However, not all know how to do all kinds of the woven patterns. The work is not, mandatorily, held at the stipulated time it may vary according to the production made at home.
There are several types of manufactured parts (Figure 3 ), created mostly from the idea of a SEBRAE trainer.
The products of the Association have been selected for award in the SEBRAE TOP 100 Crafts, one of only two artisans' communities of this state in the ranking.
The market encompasses consumers and shopkeepers. There is no marketing strategy to capture this consumer market, everything happens casually through business relationships such as participation in round businesssponsored by SEBRAE -and in the fairs.
The raw material sisal fibers (Figure 4) , currently comes from João Câmara (RN). Upon receipt of the fiber, it is washed, laid to dry and stored. If the product needs dyeing, the fiber passes through the process of dyeing and drying. Then it is verified if there is need to use the loom ( Figure 5) or manually fabricate the product. After produced, it is sent to the client and the existing leftovers are donated.
Application of SCAMPER technique
To perform the first stage of the dynamics initially sought to know which products had lower sales index with a member of each artisan group. Thus, the chosen products were: purse, Sousplat, coaster and the hat. After this stage, we constructed the auxiliary table (Table 4) Compiling the possibilities of the auxiliary tables, we obtained the following SCAMPER Table for the products (Table 5) .
Through the dynamic, some findings were reported. Primarily in Massaranduba, we analyzed that the material of the handbag's handle should be replaced due to the disturbance caused to customers. Soon after, the need to add value to it by combining the fabric of the same structure was verified, and the importance of the withdrawal of spare fiber in the outside of the handbag.
For Sousplat we realized the intention to reach other market, higher than the existing one, by changing the sales strategy. Moreover, the lacquer was also proposed to be combined with the original product and at the door beaker, taking into account the aesthetics and durability. The SCAMPER table showed that the beverage coasters could be done in a variety of colors, even with the Brazilian flag -already aiming at 2014 World Cup -, it may have different formats, in addition to a package that expose it more and protect it, at the same time easy to be used as a part in the shape of "L".
As for the community Lajes Pintada, we identified two products to be improved for the hat. The first would be a natural color visor -the most sought after, according to the artisans, as it represents best handmade products -and lining to avoid the discomfort caused by spare tips. The other would be a common beach hat, also in natural color, with a thicker fiber lining.
In addition, during the application of the technique, we suggested the creation of an identification tag of artisans group, as this would add value to the products to the extent that customers would be able to confirm that it was a handcrafted product and this would increase the likelihood of purchase.
Results analyzes
From the application of the dynamics in the communities we observed differences, both with regard to behavior and the attitude of the artisans. The SCAMPER is a practical tool that allowed the direction and organization for the development of dynamic, stimulating the generation of ideas, and enabling the creation of new versions of products that had a low sales index.
However, even with a simple tool, some aspects should be taken into consideration during the application so that it does not interfere negatively in the results. During interventions, we observed two problems. The first was related to the lack of standardization of production, which resulted in the disposal of possibilities when filling out the SCAMPER Table. The second refers to the little active members' participation of the artisans group. In addition to these specific factors, other comments were raised: the timidity of the artisans against the research group; the relationship between the involvement of each participant in the dynamic with their respective activity in the association, causing some artisans to fail to understand or do not "know" how should be involved, leaving it to the artisans who "ran" the group the task of driving dynamics; not familiar with the creativity topic and innovation, leading the artisans to consider as innovative product that which is no longer produced -or was never -by the association. All these points raised, emphasize the importance of dynamic facilitator in both the implementation, as well as in conducting the participants, resulting in ideas of improving products of little creativity and other communities have already fabricated the same. This is because it is the facilitator who will work around these problems by inducing participants towards fulfilling the objective of the dynamic and assisting in dissuading aspects that act as a block in the progressing -like production capacity, that is, encouraging lateral thinking. Even so, the application of SCAMPER technique was effective because improvements were suggested for the products in both communities due to its systematic working.
Final considerations
The directing of creativity of an individual for innovative purposes is still something that needs to be studied in order to find an efficient way of doing this. Creativity and innovation have, among others, a subjective dimension, which makes the process more complex.
There are many variables that must be taken into consideration when proposing to convert creative ideas of an individual into an innovation. However, the main one is the target audience profile. Knowing the characteristics of the individuals is essential to choose the best way to work with creative potential; factors such as age, education, personality, make the same dynamic, applied in the same way in different groups, to have completely different results.
As a result, it was possible to observe that, in the application of dynamic described here, which mostly influenced the results, lack of affinity of participants with the divergent thinking, causing them to show a resistance to the generation of ideas. Thus, it is important that the facilitator will lead the momentum so that the participants are able to get on their scope of work to increase the degree of innovation of the proposed improvements.
Another aspect that must be presented to the participants is creativity like something more concrete, since this abstraction inherent in the concept also influences the inhibition of the creative potential of the participants, since they do not have much knowledge on the subject.
The fact that the applied dynamic doesn't require a lot of creative autonomy, made it possible to obtain satisfactory results with the generation of numerous ideas for improvement for the selected products, this way, the dynamic proved to be effective for this type of audience. 
